An automated approach for creating multiplayer simulators in virtual reality by unknown
CEUR Workshop Proceedings 2018 vol.2260, pages 313-320
An automated approach for creating multiplayer
simulators in virtual reality
Kazan Federal University, 420008, Kremlevskaya 18, Kazan, Russia
Abstract
© 2018 CEUR-WS. All rights reserved. The active universal use of virtual reality in education
requires an automated solution for creating virtual simulators in all fields of knowledge, some of
which are demonstrated in this article. Virtual simulators on the subject domain should be
developed by a creative group that includes (in addition to IT-specialists)  consultants in a
specific subject area who do not have special IT-knowledge, but who are active in the interactive
description of the virtual environment.
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